analyzes the legitimacy of what was found; collects, synthesizes, and interprets data from investigations (Rother, 2007) . In order to select research related to the central scope of this study, it was admitted the scientific survey in the thesis and periodicals database of the Coordination of Improvement of Higher Level Personnel, searching for the articles considered most important by specialists in their field of activity. In a first step, the keywords "requirements for mobile learning" were defined for search criteria, with only peer-reviewed articles being used. In the second stage, a filtering with the same criteria for the selection of national and international theses and dissertations was carried out, in order to collect more information about the topic. At the outset, the journals pertaining to the main issue were pre-selected by reading their titles, abstracts and keywords. Then all the pre-selected were evaluated and each of them was identified as the keywords were revealed, applied and worked out. Then, the data from the studies provided answers to the question from this review. Searches that were in more than one database were removed to avoid duplication. Finally, the data collected were synthesized to present the results. Next, each of the proposed Model or Framework was detailed, aiming to identify gaps in the literature in order to provide future directions for research on mobile learning.
REQUIREMENTS AND PRINCIPLES FOUND IN THE LITERATURE

Peng, Su, Chou e Tsai
Peng, Su, Chou, and Tsai (2009) propose a ubiquitous conceptual framework of knowledge. Knowledge can be anywhere, including moving with mobile devices. It consists of a hierarchical structure with 1) mobile learners and ubiquitous computing tools that serve as a foundation (digital educational divide, classroom management, network literacy, and building partnerships for pedagogically sound educational tools); 2) pedagogical methods with a focus on constructivism and lifelong learning; and 3) vision on how to attain a ubiquitous construction of knowledge. This discussed the ubiquitous learning issues that need to be addressed in order to reach out and expand the ubiquitous knowledge building for mobile learning.
Park
Park (2011) created the transactional distance theory framework, dividing mobile learning into four types, which includes: 1) socialized m-learning of high transactional distance; 2) individualized transactional high-distance m-learning; 3) socialized transactional low-distance m-learning; and 4) individualized transactional low-distance m-learning. These four types of learning are mediated by mobile devices, with the goal of helping instructors. (Vygotsky, 1978) , system of activity / theory (Engeström, 1987) and theory of conversation (Pask, 1976) . The model has adapted the three components of Engeström: control (prior rules), context (previously community) and communication (formerly division of labor), which opens the way to add layers of spaces to help capture the complicated dynamics of mobile learning activities. The contribution of the model is to add the layers of technological space (communication protocol) and semiotic space (social rules), and emphasize the conversational / dialectical relationship between these two spaces. The task model also includes examples of each component and the spaces in the context of mobile learning systems. It can be useful for evaluating, modifying or creating mobile learning systems.
Schmitz, Klemke e Specht
Motiwalla
Motiwalla (2007) discussed his experience of transforming e-learning into mobile learning by harnessing wireless connectivity and mobile devices. Its structure consists of requirements that must be considered when developing mobile applications to complement classroom or distance learning. He proposed a relatively simple framework to address the technical capabilities that enable content delivery, customization, and collaboration in mobile learning. In the content delivery dimension, pedagogical agents and mentors need to be able to take the learning materials or information to the students. Students need to be able to get the information they need (scheduling, notes, learning content, etc.) to their devices. On the other hand, the m-learning system needs to be able to support both personalized learning (alert assignment) and collaborative learning (chat room, discussion board, instant messaging, etc.).
Parsons, Ryu e Crenshaw
Parsons, Ryu and Cranshaw (2007) propose a requirements framework for mobile learning environments. Its model is divided into four perspectives: 1) generic issues of the mobile environment (role and user profile, mobility, mobile interface design, media types, communication support); 2) learning contexts (identity, student, activity, spatial-temporal, mobile devices, collaboration); 3) learning experiences (organized tasks, results and feedback, goals and objectives, representation or history, conflict, competition, challenge, opposition, social interaction); and 4) learning objectives (expanded skills, new skills, social and team skills). This structure also incorporated the interaction dimension that examines the different needs of individual and collective learning. Compared to the Motiwalla framework (2007), this framework is more sophisticated and comprehensive because it included and discussed more factors and subcomponents of each factor.
Uden
Uden (2007) proposed a framework for a mobile application that supports conscious and contextual learning. This structure is based on Engeström's Theory of Activity (TA) (1987). Uden argued that TA had advantages to substantiate the use of mobile applications in learning because it recognized the importance of various components and the interaction of those components that make learning (mobile) and successful learning possible. These topics include (students), objects (developed artifacts), goals (learning gain reflected in performance or test results), and tools. Tools, such as computers or mobile devices, can help mediate activities between the participants themselves (communication) and between subjects and objects (achieving the desired learning outcomes). The subjects also interact directly with the tools through the user interface of the tools (mobile devices). It is worth noting that with the emergence of mobile computers and technologies, tools can be integrated (chat / text and video communication via mobile devices) and become even more powerful in mediation. It is a very complete methodology, which addresses issues related to technology, social interactions, organization and development of activities, considering TA as theoretical support for the m-learning project. This methodology seeks to: clarify the purpose of the activity, establish a system of collective activity, giving context and meaning to seemingly random and individual events, make clear the relevant context in which activities occur, analyze the activity system, using activity diagram of Engestrom, analyze the structure of the activity, externalization / internalization of activities and analyze potential primary and secondary contradictions in the scope of m-learning.
